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SETTING UP 

flip OFF the power swittfi on your Super Nintendo Entertainmenl System^. 
WARNING; Never try to Inserl qt remove a game pak 'when ihe power is ON. 

2. Moke sure a Controller 'a plugged into (ontroller setkel \ on ihe Super NFS 0 . 

If you're playing ago Inst a friend, plug ihe other Controller into Controller 
Satkel 2. 

3. laser! the game pak into ihe slat an ihe Super KES® Press firmly to lock the 
game pak in plate, 

i, Turn ON rhu power switch. 

tk £A SPORTS logo appears. If you don't sec ii r begin again al stop 1. 

MU ITT PLAYER ADAPTER 

The Mufti Player Adapters let up to five players ploy ogninsl each other or us 
teammates. 

Just plug the adapter into Controller Socket 2 on tk Super NFS, and you're ready 
to go. 

® HOTI: The Mviti-Playcr Adpater is raf designed for trse with the Soper HE Super 
Scope or the Super ATS Mouse, 
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CBNTBOL SIMMABY 



KICK IFF 

A,B f X,orY Kick 

WITHOUT THE BALI 

Y Slidi i*g ladle or head*r (depending on pwtioEi of bull) 

B Swilch to player newest ball 

A Speed boost [end elbow when near opponentli 

X Shoulder charge 


WITH THE BAIL 

Press Ihe Cotflrufl Pxid up/dowit/left /right to mural direction of player on the bail 
Y Lob/chip 

B Pass 

A Shat 

X Give Go passing 

l or Ft Control afterioudi 

A+Coitlrol Pod in opposite direction to which you're running 
Back heel the ball 






































BALL IH THE AIR 

K 6, X, gr Y Header (if boll is above shoulier level) 

Volley (ia direction player is fating) 

Bic/de kick or Half Volley (in direction apposite I he player k 
Fffidhgl 

GOALKEEPER 

WITH BAIL 

X Hi row or kirk ball i rrta ployEde pend ing on proxim ily of oiher 

players), See Keeper's Ball action on page 11 for more 
information, 

WITHOUT BAIL 

l + R Switch player control 10 goalie only if no one else is already 

contrqfling him. Works only when the manual goalkeepers 
option is active. 

GOAL KICK, CORNER KICK, THROW IN 

M,orY Kick ilie boll 

6 Throw-In 

L or R Turn art camera 

Move camera with the Coratral pad for Goal Kicks (com era movement rs automatic 
foe Corner Kick and Throw-lni) 

(Vi iVflter fibe lamrn option kts yoa pan across the field while still showing your active 
play# in the window. Ibis makes Throw-ins, Corner Kkh, ot\d fsidmt Penalty Kids 
nrno Mmole, 
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PENALTY KICK 


AwX 

B 

L or R 


Kick 

Swilch player 

Contra! boll after it k kicked fafleiloudi] 


FREE Kl’tK 


Kick 

Pass 

Give&Ua 

Lob 


INSTANT REPLAY 


& 

A 

Y 

X 

Ur R 


Forward or normal speed 
Fust forward 
Fast rewind 

Franne by'frame slow melton 
Reverse camera angle 
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INTR091CTI1N: 

1 WORLD IF SICCER 

From the slums of $qo Paub to the suburbs of Stuttgart you sec them, groups of 
children ptaying soccer, o pile of discorded cbtlres for goo! posls. fl tin con or tennis 
bai-l in plate of stitched bother. At this level At bust, the gome is universal. It 
doesn't require expensive equipment to fall in love with Association Football, just 
the desire to play. Make no mistake, St’s from this youthful meiee of flying feet and 
flailing antis tfwrt the next Pels or Morodoisa, Charlton or Cruyff 'Mill emerge. 

Almost every nation an Ear lb now competes at international level, and sorter is for 
and may the planet's must played, and watched, sport. This wasn't the rose hack in 
1904 when the Federation Inlernalionde rte fool bell Association (FIFA) was farmed. 
The seven bunder members were qi! European: Belgium, Denmark, Franco. 
He-land, Spain, Sweden and Switzerland. It look anoihsT two yean for the British 1o 
get wise urn join the Association, Although ihe first President trf FIFA. D.E. WngfFpll 
was British. 

Reflecting the diversity of teams and Hie worldwide ioteresl in Association Football, 
FIFA International Soccer contnins accurate team line-ups and player attributes for 
30 national sided. Cameroon hurst onto the world singe with exciting performances 
cil Hobo '90, and FIFA litterimtianaF Soccer reflects the emergence of African teams 
as powerful footballing nations. Pitch the skills of Comet oon against any of the more 
renowned footbolling nations, such as Holland, Germany and Brail - they're all 
here, in the soccer sim ihat beings the game stunningly ta fife, as only an EA 
SPORTS game tun. 


SELLING UP MULLI-PLRYER 
GAMES 

Up to five friends can join in a game of EA Smarts FIFA Sumer. You nod the Mulli- 
Ptoyer Adapter and □ controller fry each player. 

* Plug a contra!let into Controller Socket 1 and plug the ttufti-Pbyer Adapter 
adapter into Controller Socket 2 no the front of your Super NFS. 

* Push the small black switch oil the front of ihe Multi-Player Adopter adapter 
marked Select 2P <—> 3-5P left lo the 3-5P pasiiion. 

* Player 1 users the controller plugged into Controller Socket 1. Players 2 
through 5 use- the controllers plugged into the Multi Player Adapter adopter. 

TEAMS 

Thu 30 notional teams in FA Sports FIFA Intcrnotionul Soccer are: Argentina, 
Australis, Belgium, Bolivia, Brazil, Bulgaria, Cameroon, (anode, Columbia, England, 
France, Germany, Greets, Italy, Japan, Mexico, Morocco, Ftellierlamh, Htg?rin, 
Norway, Rep. Ireland, Romania, Russia, Saudi Arobici, Scotland, Sc-iffli Korea, Spain, 
Sweden, Switzerland, and USA. 
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PLAY MODES 



When the game begins, ihe Play Mode screen appears. Ciiotse Gome Options and 
the bind nf match you want to play Fr*m this screen. 

!. Press the Control Pad up/down/left/right to highlight Exhibition, 
toifmamenl, league, Playoffs, Restore, or Options. 

2. Press START to select o highlighted option 

Exhibition: A one-rime game between she iwe towns of your choice. This is also the 
default mode. 

Tournament: Choose one to eight twins to piety in a Tournament. The teams wish 
rb best Tournament rergrd go into a Playoffs series to determine Ihe Tournament 
rhampiojiship. 

Playoffs: (finose oa-e to eight teams for tb Playoffs. Go strcighl io the Playoffs 
wilhaut ploying Tournament gomes first 

league: Choose up to eight teams to ploy one another for the league 
CkmpionsJiip, 

Options: bt pme Opliomi, such as Half Lenglh, Gertie Type, Field Conditions,, etc. 
[See the Game Options serlton immediately following.} 

Restore: Resume a saved Playoff, Tournament, or league game. 


L 
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GAME GPTIOHS 

CHANGING GAME OPTIONS 





Same apli-aits can be changed only from ihe Game Set Up screen before Exhibition, 
Uogito, Tounutmeist, or Playoffs competition begins. They are noted, 

1. To set Game Options from the Play Modt screen, press the Contra! Pad 
left/rTghl 1o hkjhlsght Game Options and press START. The Gome Qplions 


screen appears. 

2, To sfilecl tie. option, prew the Control Pod up/dnwn to move ihe highlight 
bait beside it. Press the Canlrtl Pad lefI/right to change ti Game Option. 

3. to leave ihe Game Options screen, press START; la restore a'i of the Grime 
(toliDiH lo sheif deFault positions, press SELECT. 

OPTION DESCRIPTIONS 

Gams Type: Action ar Simulation. In an Action game the players don't tire as the 
malch progresses, so their shot ppw&r and mcunscy dc.n'1 deteriorate. Action is tb 
defcdl salting, k Simtilalion game labs the offed of Fatigue on players' passing 
end shouting into account, 

Half Length: Lin minifies) 2, 4, 6, 1 10, 20, or 45. This aplian can lie changed 

only from tb Game Set-up screen. 

fouls: On (fouls will be died] or C-Ff (no fouls called), 
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Offsides: On (offsides rufo is in effect} or off [offsides rule is waived]. See the 
Offsides section an page V for on explanation rut this role. Offsides con he turned 
on or off onty from the Game Setup screen. 

field Conditions- Pry, Pomp, Drenched, of Hot. Weather influences she condition 
of the field, which in turn affects the movement of ihe a a II on the ploying surface 
ond ihe height of its boonce. is a rule of thumb, ihe drier the field, the quicker the 
hall goes on the field surface and ihe higher it bounces. This option can he changed 
only from the Game Sel-up screen. 

Field Type: Nctura! or Artificial. This option con ho changer! only From the Game 
Set-up screen. 

Cl&cki Continuous or In Play. In Contiriitous mode, the dock bops going even when, 
the bal is oul of play. However, to prevent irifenEianal time wasting by players,, the 
ref adds an any time wasled over free kicks and throw ins. In Ploy mode men ns tkct 
the clack stops when the hall is put of ploy, this option con he rhongc-d only from 
ihe &nme Set-up screen. 

jVS Mote: 1 fa? Hod sJjrft wfy afar the kkk off. 

(foal Keepers: Both Automatic, Bath Manual Team i Manual, Team 2 Mcisual. 
With Manual goalies you control the keeper yourself. This can be difficult before 
you hecume familiar with the game, so ifs a pod idea la use ftoth Automatic until 
you're more proficient at FIFA International Soccer. 

Sound: Stereo or nano. 

Music: On [music plays] or off (no music). 

Sound Effects: On (sound effects, such os the thud of o kick, payer's grunls, etc.) 
or Off (no sound effects). 

Power Bor: On or Off. The Power Bar shows the force behind o kick or Shrew. See 
the Power ftar section on page 2? for more info. 
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EXHIBITION MATCHES 

Exhibitions are one time gomes between two mtemnEidiid teams: they ore not o 
port of league or tmirnarnen! ploy. 

SELECT TEAMS 



1. The learn \ flag is in ihe selection box an the lefl when the Select Tennis 
screen appears. The defoull Team 1 is WSA. Press ihe Control Pud up/down 
So [Siease o team from she lisl of 30 national squads. Each team's Skill Ratings 
ore given at the bottom of ihe screen when its imine and flag: appear (see the 
Skill Ratings section on page 1S for more info). 

?. When you've selected Team 1, press the bnlrot Pad right to highligh! ihe 
Tertm 2 flag. Choose Team 2 in ihe same manner ns Team \. The default Tepm 
2 is Germany. Again, a team's Skill Ratings appear cn the bottom of Ihe semen 
along when it's name and flag appear in the teem selection box. 

3. When you have chosen ihe learns you wpnl, press START to call up ihe Pioyer 
Select screen. 
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TGURHAMIHT MATCHES 

Tournaments consrsl of six groups (A ihrougli F) of four team; each. After all the 
reams in a group bve played «ach olher litres limes, sixteen teams - she lop two 
reams Irani each group and rhe lour remaining terns with the best overall records 
- go art fe I he Play all singe (see Playoffs an page ! I). Like Exhibition am! League 
games,. Tear jiu meat games tan end in o draw exiepl in the PIayoff round; Piayaff 
games continue into extra time until one team wins. 

TOURNAMENT TEAM SELECTION 



1, When lb Team Selection screen appears, the name of Team 1 is in the 
blinking yellow selection box on the right side of the screen and lb team's 
skill ratings- appear on the ’eft. The default Team 1 is USA. Press the Canid 
Fad lell/rigb to view other teams and their still ratings. 

2, If you want to add a secern! team in the Tournament, press B. [If you want to 
proceed fo Tournomonl ploy with only Team 1 under your control, press 
START.] Team 2 appears directly below Team f, Again,, press the Control Fad 
left /right to scroll through the teams. 

3, To select mere learns, keep on pressing B, To remove a team, highlight h and 
press X. You cao control up to eight teams in c tournament and your teams 
will he numbered on screen, 1 through 8. Note lhal all ihe gomes for oil the 
teams you select must he ployed So completion. 
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DIVISION GROUPINGS 

After you hove chosen Tournament teams, ihe Division Group.ngs screen appears. 

The re-oms you have chosen are placed randomly within six groups, A through F. 

+ tf you wish to see all the Division: Groupings, press the Canid Pod up/down 
when Ihe Division Grouping screen Appears. The borders flash around the two 
teams about to face each other. 

BEGINNING A TOURNAMENT 

1. To begin tb Tournament, press START. The Scouting Report for the upcoming 
gome appears, comparing the two leom's skill levels. 

1. From the Scouting Report, press START id ga lo Ihe Flayer Select screen (see 
Player Select on pup 14 far instructions). 

1 From the Fkye r Select Screen, press START to start the next match. 

PLAYOFFS 

Playoffs nre the eliminalmn stage of a tournament; One loss- eliminates a team. In 

Tournament made, they tome a? ihe end of a Tournament; brrt in Ptayoff mode, yam 

can skip ihe Tournament stage and go straight to the Playoffs. 

PLAYOFF TEAM SELECTION 

* Playgff team selection is the same as In lournoment team selKction; see 
Tournament Team Selection on page 10 for info. 














PLAYOFF TREE 



After you have chosen your Plgyoff teamts), or after you have played through a 
To^jTnciment to the layoffs, the layoff Tree appears. Playoffs are arror^gcd in four 
rounds: teams than vrin in one round advance so the next. Your teams are placed at 
random in the first playoff round, Sf you are playing Playoff mode only, your teems 
ere numbered from 1 op to 6; if you ore playing Playoffs at the ronrtiHion of a 
Toumnment they are numbered m they were in; the Tournament. 

* To see the entire Playoff Tree,, press “he Control Pad left/rsjjht. Ike borders 
mound the mo teams involved in the First game Htrfi 

* To leave she Playoff Tree and go to the Scouting Report, press START. 

LEAGUE GAMES 

A League is a group of eighl teams. Teams in a League play each other twice to 
determine ihe League championship. The champkiitslhrip is decided on ihc basis of 
paint awarded for wins (each worth two paints] and iliaws (each worth one paint]. 
No points are awarded Far lassos. I he team with the mast points at the end wins ihe 
championship. 


LEAGUE TEAM SELECTION 

1. On She Team Selection Screen, press the Control Pad left/right to scroll 
through the list of 30 international teams; the irntional Flag and skill rating} of 
each team appears an Hue left side cf the screen. 

2. When the team you want appears, press B to ga add the team to your League. 
To delete a team, press X. To odd more teams, keep an pressing 8. 

3. When you have chosan all the reams you want, press START to go to the 
League Standings scresntsee League Standings section helnw). Press START 
again re go to Scouting Report on hath teams' skill levels. 

i from the Scouting Report, press 5TAHT lo go to the flayer Select screen (see 
Player select section on page 14 for more info]. 

5. From the Player Select screen, press START lo go to the Prepme scroeii. 

The teams you wind far your league are numbered t up to 8. If you pick fewer 
than eight teams, the remaining league slais wifi be filled wilh teams chosen at 
random: those f earns will not be numbered, Too piny only numbered teams' games. 

LEAGUE STANDINGS 

The League Standings screen appears before ihe first League game and between 
notches, It shows ihe teams' current won-lost lied record and total points. The 
borders Bosh around the ne*i two reams to face each ether. 

RESTORE 

You can save a League. Playoff, or Tournament, and pick it up later from where you 
fall off if you have the correct Password given at the End of Game screen (see End 
of Game on page 30 for more info), 

ENTERING A PASSWORD 

1. When the Enter Password screen comes up, a selection window is in the first 
space nf the password. Choose the firs! character in the Password by pressing 


















Ihe Crnilrol P-mE up/dci-wn/lef 1 /riglsl So scroll through five chuffeCters al the 
bottom of Ihe ■screen- Thu character in thn selection window chianges os you 
scroll ttinoogh th™ characters, 

7, When the correct character appears in the first space of your Password, press 
B. The selection window will pgiamalirally advance to the next space in she 
password. 

3. if you enter an incorrect chmracter, press A 1o erase il and X to backspace, 
Press i to Advance Ihe selection box and follow step 1 above to select the 
correct character. 

4. When you've entered Ihe entire password, press START lo return to ihe 
Player Select screen. 

5. To leave the Enter Password screen without entering a password, press 

SELECT 

PLAYER SELECT 

from ihe Player Select screen, deride who controls which team, whether a leam will 
he centra led by one player or by multiple players, and flow ihe control pad will 
direct players an : he field, 

CONTROL SETUP 

Controller 1 always defaults to Team 1 on the Conlrol Setup screen, represented by 
the controller icon irnder T&am 1. if Ihere are two or more controllers plugged into 
ihe Super HES, a controller icon appears in the center of the screen for each of these 
controllers. The icon for controller 2 is at the lop of Ihe slack, and the icon For 
controller 5 is et the bottom. 

* Press each Control Pod loft/right to move its controller icon heneatli a 
team. If □ canlreller icon remains in the center of the screen, il will be inactive 
el the star! af the game. If no toi if roller leans are assigned to the reams, ihe 
computer will canid bath learns during the game. However, controllers can 
ba reassigned to a different team Sr to d neutral position siring a. game. 


Once ali the controllers have been assigned to a ream (or kfl in □ neutral 
position), press START to go to the fragame Options screen, or press B to 
toggle- Ehe ronlral method (see following suction). 


CONTROL METHOD 

FIFA Intemcttonal Soccer's unique perspective gives you a TV-style view down onto 
she field. To compensate for the nhgla of this point of view, you may want to change 
the response of your Control Pad. 

The default posilion of while arrow an ihe cenlcolter icons is anglud; thal means you 
most use the diagonals on your Canid Pad to make the players move straight up 
the field. 

! Tg t&y gle between the two control melhads, press B. 

2. When you change the arrow la prim directly up, press the Control Pad 
up/d own/leil/rigbt to move a player around the field in slrnighl lines. 

3. Wfuu! you are satisfied with yum canlrol method, press START to go- the 
Pregame Options Scceen. 

BEGINNING A GAME 

* From the Scenting Report, press START la begin ihe game. 

SKILL RATINGS 

TEAM SKILL RAT1HCS 

Team skill ratings appear at ihe bottom of the Scam selection scree ft, ond each skill 
level is represented by a gold bcr. The longer the gold bar for a given category, the 
higher the team's skill rating in thal asped of their ploy. The six skills rated are 
Shooting, Running, Passing. Defease, Tackling and &oahending. There is also o final 
Overall reeling. 



PLAYER SKILL RATINGS 

Flayers' skilk ore rated an a 0-99 scale lit 14 skill categories on the Subsliluti&m 
screen (see Substitutions scclion on page 24], The Skills Rnied otb: Skill, Speed, 
Reaction, Soil Control, Shot Power, Shi Accuracy, Slides, Agility. Bicycles, Headers, 
Stamirvu, Passing and Aggression. 

PREGAME SCREEN 

Hie Pregarne screen appears before a gome begins, from this screen, you con select 
your team's strategy, formation, starling line, and other options. 

* To configure your learn, press the [mitral Pad up/down to mow the spacer 
ball icon down through the list of oplions; when ihe hall is beside the option 
you want, press A, 6 , X r or Y. 

* To go straight to the field tm play with default settings, press START* 

START GAME 

Use this option to begin ihe game. 

CONTROL SETUP 

Using Ibis option, you ton change the Canid Sslup and Control M-etbod you chose 
earlier (see Control Solup and Control Method section on pages 14 orwi 15 for more 
info). You cart also change- which team yen control during a game. 

OPTIONS 

Use ibis option te charge the Game option you selected earlier (sue the Game 
Options section nn page ? far option descriptions). 
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TEAM COVERAGE 

Use itik option 1o adjust she range of your players' field coverage. 

* Press the Central Pod up/down to highlight Defense, Midfield or Attach. 

* Press the Control Fad left/right to adjust the lenglb of ihe arrow on tbe 
field. The Midfield arrow ton he extended in either direction;, toward defense 
and attack. 

Ihe further your defenders- push up, ihe more likely you are to find yourself under- 
manned on defense when the opposition reunter-attadki. 

If you leave the midfield players grouped in ihe center of the field, it's hard for 
them to link with defenders and attaching players; but if you spread them too thin 
□nd ihey're likely to be overrun. 

The -area of field covered by your forward players depends to a large extent an the 
chosen strategy (see Tm/it ftratejjy); if you're playing Long toll it's all righl lo 
Eeove them ramped well inside the opposition half, hut chops* Defend and they 
need Id drop hack. 

* When you've adjusted Team Coverage, press STA RT to return to 1 li 2 Pregame 
screen. 

TEAM STRATEGY 

Use this option la select a strategy for your team 

* Press the (antral f ad up/down lo scroll through the available strategies. 
Diagrams on ihe field change illustrate each strategy. 

Auto; The computer automatically selects a strategy for you, and changes it when 
appropriate. 

Lang Gall; From defense lire bail is punted upheld, wish midfield gad attacking 
players racing up ta meet it. Often referred to m Route 1, Shis strategy is simpio, 
direct, and works best when you have tell center-forwards who are good headers pi 



the boll. Soccer purisls, however,, would soy that it hotks Hie Finesse of skillful 
passing ploy. 

All Out Defend: flayers ore hji'l behind she bell in on attempt 13 fend off the 
apposition by sheer weigh of numbers. Choose this if you expert a real hammeiing 
from she opposition fa/wards, or in the dying moments of a match when you're 
defending a sorrow lead. 

Altack: An a pa s! mingy designed la moximize shots on goal, with defenders 
pushing up and midfield players supporting llie from men. 

Defend: A fight strqEegy ifioE keeps midfielder; in ond around your own half of the 
field lo form on extra defensive barrier. 

All Out Attack: Everyone pashes forward into ihe opposition half, giving little 
thought to preventing goals. Use when time is running out did defeat would 
otherwise be inevitable, 

• To -choose e strategy, jness START when it is highlighted. You return lo the 
Pregame screen, 

TEAM FORMATION 

Use this, option to adjust the positioning of your ployers on the field. The yellow dots 
on the field mark player positions. Hole that different teoms have different default* 
formations, 

* Press the Conlrol Pod up/down to stroll through the avoilable formations. 
Diagrams on the field illustrate each formation. 

3'5'-2: Tlie well-iraned midfield tries to get (antral of the ball before the 3-man 
defense is threatened, end feeds it to the forwards. 

4-4-2: Awell-haltmted although conventional formation, solid in bothdefarise and 
midfield, but requiring a good understanding between I lie two center-forwards if 
goals ore to result. 


Sweeper: An extra man at ihe bark plays in o freer defensive rale. He's the last 
line of defense when the men in front hove been beoien, but con also push up into 
midfield and sweep the boll forward. 

4-2-4: Although weakened in midfield, the four forward; are expected to 
overwhelm any unwary apposition defense. Especially nitertive in ronjoirclicin with 
Attack strategies, 

4-3-3: Another well-balanffld formation., this adds to the allocking options of 
44“2j although there is o subsequent weakening of the midfield, 

* To choose a formation, when the highlight boll is beside il press START. The 
Pregame screen or Pause screen reappears. 

STARTING LINE 



Use this Option to adjust your lineup. Keep in mind that in £ in dull on mode, the 
number of subs used per game is limited to two. In Action mode, substitutions ore 
unlimited. Players' positions ore designated on ihis scene by single letters: 
F=Foward, G=fioolie, D-DefensEmdrr, W—Midfielder. Note then a goalie con be 
replaced only by another goalie. 

3. Press the Control Pad up/down to move 1 he highlight boll ih rough the squad 
list. When the highlight half is beside a player, bis name appears in the Subs 
window pi the bolt an of tfic screen, ond his position an the field flashes. 
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When ihe name of the player you want to puil from the game appears in the 
Subs window, press B to select him. 

2. Press ihe Control Pad up/down to move the highlight boll beside the player 
yog want to send into ihe game as a substitute. Press ihe Control Pad 
left/right la check his Skill Ratings lo see if he has the skill levels you went 
[see Skill Ratings on page 15 for more info], Hie dome of this player appears 
beneath she alher player's name in the Subs Window. 

3. To send in a substitute player, press 0 when ihe highlight ball is beside his 
mm; a 'Swapped' 1 Hessugc confirms thal the substitgliun & made. 

4. To Conrel a Substitution and choose another player, press It. 

5. To leave the Substitution screen, press START. 

»*# Mote: If a player has been seat off the field hr a flagrant foul, use tAe 
SufotfMffins option to reposition the remaining players to try to plug the gap left by 
his exit. 

QUIT GAME 

When you select flail Game, you re oskerf to confirm your choice, YES or HO. YK 
lakes yon back to the Game Setup screen; your current match and any Game 
Configuration changes will he Inst; HO returns you to the Game Configuration 
screen. 

1. Id select YES or NO, press the Control Pad left/righl lo place Ihe highlight 
boll beneath your answer. 

2. la confirm your choice, press START, A, B, X,. or Y. 
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IN HE FIELD 

When you're satisfied with your leam configuration press START and the real 
action begins - on the field. 

THE KICK OFF 

* Ta kick off aid gel the game underway, or restart fallowing a goal and after 
huff lime, press A or B. Press the Conlrof Pad up/down/!ef 1/right to 
direct the poss. 

tVj Ncrfe; Defending players we not allowed in Jo the center circle mtil the bull has 
been kicked off. 

CONTROLLING THE PLAYERS 

Players control the player on she field who is marked by colored star. Ptoyer Ts 
controlled player is marked by a red star. Player 2's is marked by a blue star, 
Player 3 is yellow, Player 4 purple, and Player 5 black. 

Tlis slar appears only as urn pulline when the player doesn't have the hall. The star 
is solid white in the center and shows the player's number when lie is in possession. 
When the controlled player is not on screen, an arrow appears and paints in his 
direction, Arrows are colored coded fust like the control stars are: Playei 1 =red, 
Player 2=blue, Player S^yellaw, Player 4-purple, and Player Schlock. 

* lo switch between players, press B. The star moves to yaur player nearest to 
the ball, 

* To diced the movements of a highlighted player, press the Centrei Pad in the 
direction you want the player to go. 

Set the Control Summary section on page 1 for more information about 
Centrellii:y Players. 






POWER BAR 

Being elite to cmtiol how much power is usfld when moving the hall is imperinni. 
For inshmra, the more force toot's usd on □ shot on the net, the less otturnte the 
shot will be. U see how much power Is used for labs, shots, kicks, throw ins, or 
comer kicks, check the Power Bar. Ilw goalie ran also refer to the Power Bar ro 
decide bow hard to kick lit the boll. 

Iho Power Bor appears when a rantrolSed player kicks or throws the boll, The Power 
Bar does not appear for a coupler-contra'ted player. 

* To build up power when one of your players is in possession of the ball, press 
end hold B. The Power hor will build up from left to right. The- yellow level 
carries the least power, the orange level is in She middle, and foe red level 
indicates she highest level of power. 

PAUSING THE 6AME 

* To pause the gome a! any time during play, press START. 

When she game is paused, the Paused Game Configuration screen appears. From 
Shis screen, yon can change the Control Setup, Options, Team Coverage, Team 
Strategy, and ham formclian; make Substitutions; view Game Slots, Score 
Summary, and Foul Summary; or Quit. (See Game Configuration Screen below for 
explanations of these Option.) 

PAUSE SCREEN 

The Pause screen is similar to the Preamp Configuration ftresn, and ygu can me it 
to change many of ihe same options, 

* To select an option from the Pause screen, press the Contiol Pad up/dnwn to 
move Ihe spinning soccer tall beside the option you want and press A. 
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To relam to the field from the Gome Configuration screen, use the Resume 
Game option (described below} oi press START, 


RESUME GAME 

Resume Game returns you la Ihe game at ihe point where it was paused; any 
configuration changes you made while ihe game was paused came into effect when 
she game is resumed. 

* You ca it also return to ihe field by pressing START. 

INSTANT REPLAY 



Instant Replay replays (instantly) the past 10 seconds or the game in a variety of 
speeds and modes—forward, backward, or freeze frame. Wheel you select instant 
Replay, a controller icon appears an screen. As shown an this icon, the controller 
buttons control replay funclfoift as follows: 

* To rewind the action, press and hold Y. Release Y lo tfap rewinding, 

* To advance the replay one frame a I a lime, lap X. To advance the replay in 
slow motion, press end hold X. 

■ To replay the action al normuI speed, press B. Ihe replay will pipy through 
until you press 8 again or il reaches it's campteliun. 
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* Iff fas! Eorwgrd,. press and held A, 

* Iff chnnge the replay camera angle, press L Or R. 

Instgntfieptriysfoci^cin tba ball unlessygg use Player Trackfn,g {explained below). 

PLAYER TRACKING 

Flayer fracking lacks ihe replay camera an a partita tor player. You can track a 
playei from cither Seam jEirag^haut the entire replay., or track different flayers. 
Yog nut select !he jdayer 1g be tracked only when the replay is freeze framed. 

* Press She Central Pc ri up/dawn /toft/right lg place the yfcll <ro tracking hn 
noor the ptoyer yflir want to track. When yellow crosshairs appear beneath 
that player, the camera is lacked an him. 

TEAM COVERAGE 

Hit same as the Team [average option in the Pre-game Cenfigaralieit screen. See 
Team Coverage on page 17 for iuslrirtlions. 

TEAM STRATEGY 

The same as the lecro Strategy oplian in the Pregcm ttonfiguraltore screen. See 
Team Strategy am page 17 for instructions, 

TEAM FORMATION 

The same as the Team Formation option in the Prepme [ffitfigaraltan screen. See 
Team Strategy art page 1 @ for instructions. 

SURSItfUTIOHS 

The same as ibe Starting Line option in the fregame -Configuration screen, See 
Starting line an page 1? for instructions, 
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GAME STATS 

Hie Gome Stolistits screen gives an up to the-minuto summary of these slals for 
bath teams: Scare; Stress an Goal; Saves; Comer Kicks; Mi antes Attacking, In 
Midfield, and Defending; and Tank 

SCORING SUMMARY 

Hie Scori'iMf Summary Kreeci lisis the players who scored,, she learn they scored for, 
and the time ihe goal was made. 

FOUL SUMMARY 

the Foul Summary screen Fists all players whose misbehavior has earned eiliier a 
red ar yellow cord, along with their team and the time their offense occurred. 

BALL OUT OF PLAY 

The ball is out of play when it entirely passes over Ihe touch line or goal line. The 
refaree will whistle to signal it. There are three ways a ball out of play -can be pot 
back in play; 

Goaf Kicks: If an attacking player sheets wide ef the goal and mane of the 
defenders touch the ball on ils way over ihe goal iine r ihe iholl is automatically 
placed ot the corner of ihe goalie's box [which side depends on where ihe ball vent 
out] and the goalie miisl kick Ihe ball upfield. 

* To make the goalie kick the hall upfield wilbcmt aiming it, press A or B. 

* To aim a kick, press 1 or R ip roll up the target box. Press She Control Fad 
up/ef&wn/yt/riiglif ta pic re iba target box where you want the boll to 
ya. Then press A Or B Eo kick il. 
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yV, Note; from a Goal Weil, the bail must at least tenth the edge $f the penalty area. 
1 Y 0 other players are allowed into the penally area until the hall has been (hand. 



Comer Kicks: A corner kick takes place if the last player judged to have f Ditched 
the bell an its way over the gad line was a defender or she goalie. ^ Comer Kick is 
token From within lb quarter circle marked around lb earner E!ag (which side 
depends an where the hall went oul). The player taking she kick is chosen 
automatically. 

* Press lb Control Pad up / down /left/right to place the red targel box 
where you wan! lb tail la go, and then press A or B to kick the ball inlo she 
penalty arca- 

Throw Ins: Taken horn the touthline where the bull went out of play,, a throw in is 
awarded when on opposite player kicks ihe ball into louch. The player taking the 
throw is chosen automatically. 

* To move the Target Son to she aroo of the field where you wanl to throw the 
ball, press ihe Control Pad up/down/left/right, and then press A or B to 
ihraw ii. 
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Keepers Ball. When an arrack breaks down and the hall is safely in the goalie's 
hands, il f s a Keeper's Bal. Even when goalies ere computer-uni trolled, the player 
who controls the goalie's leant automatically takes conical of lb goalie and has to 
gel the ball back into play, either by kicking Or throwing the boll upFicld. 

* To ihrow or kick: Press X and press the Control Pad 
lefl/nghl/u p/down to direct a throw or kick to a nearby defender. 

* To throw or kick using the target box: Press L or R to ca! up the lor gel 
box. Press the Control Pad left /right /srp/d own to pul the toiget box 
where yon warn the bull ta hil, and then press X. 

Depending on the proximity of other players, the goalie will either kick or ihnw 
the ball. 

Note; iDtrrj'ng a Keeper's Sail, the gv ote my only take 5 steps before releasing 

tk hail 

INFRINGEMENTS 

■FFSIDII 

The Offsides rule is designed to jwevem attacking players from "goal hanging* in 
lice hope of getting the ba'I while the defenders are upheld It stoles that there must 
be a defending players between an attacker and ihe goal when ihe hail r played to 
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the attacker in the opposition half. This. Drily applies when the attacking player is in 
o position bo interfere wife pipy. A player can't be Offside in his own half of the 
field, direct from a Throw-In or a Corner Kid. 

When q player rs caught Offside the referee signals a free kick, and the Offside icon 
appears along with ihe offending player's name. A free kick is then awarded, taken 
from where the frinye r was caught Offside, 

With rhis option OFF the gains is more free-flowing, with fewer free kicks and more 
Scoring opportunities. 

->■ ;;.!v;t.’ >:.!g> ; .v;:;! 

lVi iVihert Jib Offsides option is art, the ref awards o fm kkk hr oil Offsides, 
even if the fovh rytfiof] rs off. 

FREE KICKS 

- % ' ’ 

Free kith are awarded for fouls and technical infringements. These include violent 
nr lale lackles, shoving a player off fb boll and Offsides {see Offsides on page 27). 

Wb'i you win a free kick, the bull is placed where ths infringement took place, so 
there's no chance af gaining a few yards by creeping forward with llis ball. A player 
is automatically desitiHaled re take the kick. The humarKonirolled player dc/sesi 10 
ihe infraction when the whistle is blown takes ihe free kick. 

* Press the Control Pad in the di retrion you wanl the ki tk to travel. Press X fa r a 
short free kick to a nearby player. If you're in range, press A for a shat on 
goal direct from the free kick. 

Opposition players must remain 10 yards from the ball until fib kkk 
is token. 


PENALTIES 

A Penalty is awarded when gn offense worthy af a free kick occurs in the penally 
area, So a foal by the defender within his awn. penalty area results in a penalty kick. 

TAKING A PENALTY 

* The computer automatically nominates a penally laker, who stands in ihe 
penalty area ready far the kick, ftess B to change players. 

* Press A to skat; use the Control Pad to direct the ball in the air 

When more than one player per team is hum un-control led, Ik pi eye: r who was 
foaled! gels to lake the penalty kick. 

BOOKINGS 

If the referee considers a foul to be particularly vicious, be is likely to show the 
guilty player Ihe yellow cord. Play stops while lb ref lakes lb player's ncirie. 

Repeal offenders generally receive the red card. Play ihen stops and the offending 
player is ejected from the game. An ejected player can't bo replaced by a sub; so 
after a team's firsl ejection, when play resumes they will have wly ton men on the 
field. [It is passible to ploy with as few m seven men on the field) 
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SCORING 

To store iEi FIFA InlerjifltiQiml Sweet, pur rhe boll in net to break the invisible vertical 
plane linking ih posts, ihe bat, and the goal line. VVhile she ball does not have to fvii 
rite bark of tk net la stare a goal the whole of the ball must trass the goal fine. 

After ihe celebration over a goaf dies down, the boll is relumed to ihe center circle 
for a kicbff 

HALF TIME 

When tk referee signals ike end of (he first half, bib tennis have the field and the 
Half Time Report appears, It provides pertinent information about the first half of 
the ongoing mutch: Scare, Shots On Gaol, and Save. 

* To return la rhe Game Options screen, press START 

END OF GAME/FINAL REPORT 



When the final whistle blows, the Final Report screen appears. It contains the same 
information as ihe Half Time Report—Score, Shots on Goal, Saves,, and: a password 
(remember lo copy down the password cmfufiy }. Hie Final Report dso contains 
the name, number, and team of The Wan of the Match, the mas! valuable pfoyer in 
the game just played. 
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Need a Password? CALL 
1-900 288-HINT 
I-900-288-4468 

Retarded hints, tips, and passwords available 24 hours a day, 7 days a week! 
95c for the firs! minute, 75c for each additional minute. If you ore under 18 r be 
sure to get a parent's permission before calling. Hotline requires a Touch-Tone 
telephone and is only available in the US. Call length determined by user; 
average length is four minutes. Messages subject to change without notice, 

Unl&Sirdsctfld nlhnrwisE, ail soflwcje end darumanlnrion is ©1994 Etertmnir Arts. 

All R^vts R«erve£ 

QfTirial FIFA liemed Pr&dud. All righls reserved. EA SPORTS,, lie EA SPORTS logo,. SlcdiurtiSnund nd tf 
II s In The Game, H’i Fn The Game are iradcmcikiof ElKlroaitArts. All rights n&tmd. 
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